public domain role-playing game 


pressun press 


l. introduction 


Public Domain Role-Playing Game helps storytellers work together. Players roll 1d20 to determine the 
"High Roller" who creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 


polyhedral dice! per player are recommended. 


2. traits 


Character features or items useful in conflicts. 


Examples: 
body mind 
Strength Charisma 
Agility Willpower 
Endurance Perception 
Dexterity Intelligence 
Constitution Wisdom 
2.1. dice 


Assign one die per trait or item. Higher maxi- 
mum roll represents greater narrative potential. 


3. action 


Player describes what a character attempts to do. 


3.1. conflict 


Non-trivial actions create a conflict to resolve 
with dice. High Roller sets a threshold number 
for difficulty. Player rolls one die from a related 
trait or item. If roll is higher” than the threshold it 
succeeds. Rolling a twenty is a major success. 


Easy 1-5 
Tricky 6-10 

Hard 11-15 
Wicked 16-20 


' 1d20, 1d12, 2d10, 1d8, 1d6, 1d4 


? Conflict resolves with a complication on a tie 


3.1.1. collaboration 


When an action is declared, other players may 
take actions to add one die to the conflict. Con- 
flict fails if the total roll is over twenty. 


3.1.2. damage 


In dangerous conflicts, inflict damage or remove a 
die equal to a player’s roll upon failure. Conflict 
fails if total roll is below the damage of the most 
damaged character involved. Twenty damage 
may be taken before death. 


3.2. notch 


Gain a notch upon rolling the minimum value of a 
die. Spend one notch to add one additional die to 
a conflict. Player must narrate their contribution 
to the conflict. 


3.2.1. improve 


Spend notches to add a die to a trait if not in a 
conflict. Total roll of each trait must be equal or 
less than twenty. 


1 2 3 4 5 6 
d4 d6 d8 d10 d12 d20 


4. notice 


I voluntarily dedicate this work into the Public Domain to en- 
courage new creations. 
Artists may: 


e Use this work without restriction and for any pur- 
pose. 


e Create copies to be shared without limit and for any 
purpose. 

e Create derivative works without restriction, for any 
purpose, and without credit. 


e Use this notice in your own work. 


option all 
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1. introduction 


Public Domain Role-Playing Game module for optional rules and procedures. 


2. aid in disasters 


Substitute die instead of adding dice in conflicts. 


3. complication 


Compare total roll to chart if player rolls a one. 


# complication damage 
1 Item Damaged Toe 
2 Item Missing Ankle 
3 Delay Foot 
4 Morale Loss Leg 
5 Separation Knee 
6 Ally Missing Finger 
7 Obstacle Hand 
8 New Threat Wrist 
9 New Danger Forearm 
10 Unintended Effect Elbow 
11 Ally In Danger Hip 
12 Damage Ally Rib 
13 Reduce Item Die Size Groin 
14 Break Item Chest 
15 Reduce Trait Die Size Shoulder 
16 Change Goal Neck 
17 Remove Trait Die Nose 
18 Fail Goal Ear 
19 Restrained Eye 
+20 Damage Character Head 


4. default difficulty 


Determine difficulty by the lowest maximum roll 
or level of a character trait or item involved. 


level 1-25 26-50 | 51-75 | 76-100 


roll 1-5 6-10 11-15 16-20 


tier Wicked | Hard | Tricky Easy 


4.1. danger 
Conflict fails if total roll is over the difficulty tier. 


5. multi user link to integrate 


When multiple players control a single entity they 
may offer notches to each other for control. 


6.code of dubious ethics 


Roll to determine a character’s character. 


Good Follower 
Bad Follower 


1 Good Leader | 3 
2 Bad Leader 4 


Bad: Works only for themselves and direct allies. 


Good: Works to help others broadly even without 
a direct benefit. 


Leader: Disregards authorities, institutions, & 
laws which get in the way of their ambition. 


Follower: Abides by authorities, institutions, & 
laws even despite having opposing goals. 


7. restraining 


Forego damage in a conflict to restrain or disarm 
a character instead. Neither character may take 
another action until the hold breaks by conflict or 
restrainer concedes. 


7.1. restraints 


Roll over restraint threshold set by High Roller or 
Player, deal damage equal to failed rolls. 


8. die interpretation engine 


Roll 1d6 to determine die value. 


1 2 3 4 5 6 
d4 | d6 | d8 | d10 | d12 | d20 


9. goal of ambitious limitation 


Create a narrative goal. Gain one notch on the 
goal when progress is made. 


Achieve goal through a final conflict. 
Rolling under notches gained fails. Rolling over 
notches gained succeeds. Rolling equal to 
notches gained resolves goal with a complication. 
Give notches gained to those accomplishing goal. 


10. levels 


Spend notches equal to level to earn! it. Add a 
die corresponding to level to an item or trait. 
Substituted any die for a lower die. 


d4 |21| d8 |41 |d12|61| d4 | 81 | d8 
d6 |22 |d10 | 42 | d20 |62| d6 | 82 |d10 
d8 |23 |d12 |43| d4 |63| d8 | 83 |d12 
d10 | 24 | d20 | 44| d6 | 64 | d10 | 84 |d20 
d12|25| d4 |45| d8 |65 |d12| 85 | d4 
d20 | 26 | d6 |46 | d10 | 66 | d20 | 86 | d6 
d4 |27| d8 |47 |d12|67| d4 | 87 | d8 
d6 |28 | d10 | 48 | d20 | 68 | d6 | 88 |d10 
d8 |29 |d12 |49| d4 |69| d8 | 89 |d12 
d10 | 30 | d20 | 50 | d6 | 70 |d10/ 90 |d20 
d12|31| d4 |51| d8 |71 |d12| 91 | d4 
d20 | 32| d6 |52 |d10 | 72 | d20| 92 | d6 
d4 |33| d8 |53 |d12 |73| d4 | 93 | d8 
d6 |34 |d10 | 54 | d20 | 74| d6 | 94 |d10 
d8 |35 |d12 |55| d4 |75| d8 | 95 |d12 
d10 | 36 | d20 | 56 | d6 | 76 | d10| 96 | d20 
d12 |37| d4 |57| d8 |77 |d12| 97 | d4 
d20 | 38 | d6 |58 | d10 | 78 | d20 | 98 | d6 
d4 |39| d8 |59 |d12|79| d4 | 99 |d10 
d6 |40 | d10 | 60 | d20 | 80 | d6 | 100 | d12 
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10.1. epic prowess in character 
Create a signature move for a character. 


Inflict one permanent damage or spend 
notches equal to level of character. Roll 1d100 
under level of character to succeed. Roll fails 
when over level or under damage of the most 
damaged character. Inflict damage to user on fail. 
Dice are 2d10 for damage. 


level 1-25 | 26-50 | 51-75 | 76-100 


notches 5 10 15 20 


' Levels must be earned in sequential order 


11. range rolling 
Roll to determine the threshold within a difficulty. 


easy d4 | d6 | d10 
1 1 1 1/6 

2 2 2 2/7 

3 3 3 3/8 

4 4 4 4/9 

5 5 5/10 
tricky | d4 | d6 | d10 
6 1 1 1/6 

7 2 2 2/7 

8 3 3 3/8 

9 4 4 4/9 
10 5 5/10 
hard d4 | d6 | d10 
11 1 1 1/6 
12 2 2 2/7 
13 3 3 3/8 
14 4 4 4/9 
15 5 5/10 
wicked | d4 | d6 | d10 
16 1 1 1/6 
17 2 2 2/7 
18 3 3 3/8 
19 4 4 4/9 
20 5 5/10 


12. distance 


Threshold to be rolled over to affect things out of 
reach. Projectile rolls must be higher than thresh- 
old to hit. 


description | threshold 
Close 1-5 
Near 6-10 
Far 11-15 
Distant 16-20 


12.1. chase 


High Roller sets a threshold representing current 
distance gap between characters. 


12.2. flee 


Running away is one difficulty tier under violence 
except when cornered. 


12.3. falling 


Conflict against distance to landing. 


13. cover 


Set threshold to roll over for opposition to attack 
target. Those in full cover cannot deal damage. 


description threshold 
Partial 1-5 
Half 6-10 
Broad 11-15 
Full 16-20 


13.1. stealth 


Conflict between hiding and looking characters. 


14. rest 
Reduce one damage per day from rest. 


Optional: Improving a trait only happens when 
resting. 


14.1. exhaustion 


Roll Body each hour after sixteen hours awake. 


14.2. starvation 


Roll Body each day without food. Starving char- 
acters cannot rest. 


14.3. dehydration 


Roll Body each day without water. Dehydrated 
characters cannot rest. 


14.4. asphyxiation 


Roll Body every thirty seconds without air. As- 
phyxiated characters cannot rest. 


14.5. dread 


Increase the notch cost of each re-roll or addi- 
tional die by one after each roll in a conflict. This 
increase may be separate for each player or shared 
among the players. 


Optional: Each increase may be permanent or re- 
set upon a player character death. 


14.6. experience 


Gain notches upon resolving a conflict. 


threshold | 1-5 | 6-10 | 11-15 | 16-20 


notches 1 2 3 4 


15. events 


Write and number twenty events. Lower numbers 
are common events, one being most common. 
Higher numbers are rare events, twenty being 
least common. Put related events near each other. 


Roll 1d20 for event and place token on grid. 


20 | 19 | 18 | 17 | 16 
15 | 14 | 13 | 12 | 11 
10 | 9 8 7 6 
5 4 3 


Roll 2d10 for direction to move the token 
one box. Go to opposite side when leaving chart. 


2-5 Up 11-15 | Down 
6-10 | Right | 16-20 Left 


16. inventory 


Carry items equal to maximum roll of Body trait. 
Difficulty threshold equals a character’s total 
items if greater than the High Roller’s threshold. 
This is separate and does not add to damage. 


body | items | body | items 
d4 4 d10 10 
d6 6 d12 12 
ds 8 d20 20 


16.1. condition 


Reduce item die size by one tier upon rolling min- 
imum. Remove die if size reduces past 1d4. In- 
stead of damage, remove a die of equal value. 


16.1.1. supply 


Abstract multiple items as a single item with a die 
or multiple dice with a total maximum roll of 
twenty or less. Larger die size equals more items. 


Cheap | Reasonable | Expensive | Decadent 


Easy Tricky Hard Wicked 


17. quirks 


Player assigns a character action to gain a notch. 
Spend the notch before gaining another with the 
same action. Notches equally increase difficulty 
threshold, separate from damage and items 


high rolling 
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l. introduction 


Public Domain Role-Playing Game explained. 


2. agency 


Players are in control of their characters. A High 
Roller creates adversity for characters by asking 
questions, the most basic question being: "What 
would you do if...?" Give players enough details 
to make informed answers. Have players tell 
what happens to their character. 


3. traits 


Body and Mind are just suggestions. Character 
traits may be any descriptive noun or adjective. 


4. dice 


Storytellers wield chance to create meaning. 
Probability produces and predicts situations with 
real stakes. Higher averages! generally roll 
higher than lower averages. Adding dice with 
lower maximum rolls increase the average and 
keep rolls closer to it. Dice with higher maximum 
rolls add variety” from average. 


max roll twenty |mean|deviation 
d20 10.50 5.77 
d12 + d8 11 4.14 
d12 + d4 + d4 11.50 3.80 
d10 + d10 11 4.06 
d10 + d6 + d4 11.50 3.52 
d8 +d8 + d4 11.50 3.43 
d8 +d6 + d6 11.50 3.33 
d8 +d4 +d4 + d4 12 3 
d6 +d6 + d4 + d4 12 2.89 
d4 +d4 +d4 +d4 +d4| 12.50 2.50 
"Mean 


? Deviation 


4.1. modifiers 


Opposing forces adding numbers to their rolls is 
unneeded arithmetic which adds nothing cre- 
atively. Forcing players to consult a character 
sheet after rolling slows gameplay. Dice are in- 
formal modifiers since none can roll under a one. 


5. conflict 


Turn orders may condemn all to playing a fraction 
of the time, add pressure to perform, and frustrate 
the impatient. Limit using turns when possible. 


All characters must take one action? before 
anyone may take another. Whoever rolls highest 
may declare the next action before anyone else. 


Anything non-trivial is a conflict and any- 
thing sensible may be used in a conflict. 


6. difficulty 


High Roller assigns action and situation difficulty. 


1 | Easy | 2 | Tricky | 3 | Hard | 4 | Wicked 


6.1. damage 
Mortals may receive twenty damage before death. 


Damage may transfer into wielded or worn 
items instead of a character when taken. 


Roll must be higher than the damage of the 
most damaged character involved in a conflict to 
succeed. Conflict fails if roll is under the damage 
threshold, even if it is higher than the original dif- 
ficulty threshold. Players coordinate who is the 
most damaged before rolling. 


Non-players may have a dice pool and lose 
one die each time a conflict is lost. Retreat or a 
change in tactics may happen at set thresholds of 
damage. 


3 Players may pass and concede their action 


6.1.1. breakage 


Items breaking may inflict full damage to the 
wielder, inflict reduced damage based on remain- 
ing damage, or inflict no damage to the wielder. 


6.2. tension 


When a conflict succeeds for the players increase 
the difficulty by one and reduce difficulty by one 
upon failure. 


6.3. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflicts. Players gamble 
damage to their characters and items equal to the 
maximum possible roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Management of player resources 
is the core of all strategies. 


Non-violent actions may contribute to total 
damage for creating situations to inflict damage. 


Those good at mental arithmetic may help 
others who are not since all numbers are on the 
table and not on character sheets. 


6.4. failure 


Success and failure do not need to be a binary. 
By setting a threshold, a number is set for a flaw- 
less success. If a roll is under threshold, the High 
Roller may offer a player to succeed in their ac- 
tion but take damage equal to their roll. 


7. progression 


Characters increase versatility with traits and 
items through improvement. As dice are added, 
characters may invest more in specific actions 
without using multiple traits and items. 


7.1. notches 


Notches represent experience within the world. 
Characters gain experience from surviving adver- 
sity. Spending notches represents past experi- 
ences affecting future outcomes. 


8. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of twenty is 
respected. Spending notches earned on an item 
may be a mechanic for special abilities. 


9. style 
Public Domain Role-Playing Game philosophy. 


9.1. simple 


Design to easily learn, remember, and modify. 
Assume printing to paper and write no more than 
necessary. Limit scope to do a specific thing well. 


92. teamwork 


Rules are tools for cooperation. Encourage play- 
ers to work together through design. 


9.3. yours 


Players always have complete control over their 
characters. Any compromise on this principle is 
trouble. Convince someone but never force them. 


Share without restriction on use, deriva- 
tives, and distribution to inspire new creations. 
Choose tools and formats which ease sharing, ar- 
chiving and modification. 


Modules are optional pieces to a larger 
whole. Use or discard anything depending on 
need. Clearly state which modules are dependent 
on another. Players print only what they need. 


9.4. language 


Words without common meaning alienate those 
unfamiliar with them. Technical language is de- 
signed for the knowledgeable and not for those 
learning. While useful, try to avoid this type of 
jargon. At the very least, try to use context to ex- 
plain esoteric words. When deciding to create a 
technical term, question if a way to express it ex- 
ists with common language. 


9.5. elegant 


As far as possible, use common materials in a 
new way. Tie new mechanics into existing ones. 
Take advantage of the unique properties of every- 
thing you use. Search for clever solutions. 


10. travel 
Travel recklessly across vast expansive lands with a deck of playing cards. Players take turns to write a lo- 


cal rumor in one blank box till all blanks are filled. 


Distance or difficulty determines* the amount of King cards to be drawn to arrive at the destination. 
Each player takes a turn to a draw card and use the resulting prompt to create a conflict. Suit drawn deter- 
mines the difficulty of the conflict. Players may draw for extra prompts but must use the suit of highest dif- 
ficulty. 


Characters only heal one damage per day when rest is taken. 


king | difficulty | distance | suit 
1 Easy Close 4 
2 Tricky Near h 
3 Hard Far + 
4 Wicked Distant v 
# A h + v 
1 
2 
3 
4 
5 
6 
7i 
8 
9 
10 
11 
12 
13 


4 Use whichever requires drawing more cards 


11. arbiter 
Roll compatible dice or draw cards to create and resolve conflicts. 


d4 1 2 3 4 
d8 1-2 3-4 5-6 7-8 
d12 1-3 4-6 7-9 10-12 
d20 1-5 6-10 11-15 16-20 
d40 1-10 11-20 21-30 31-40 
d100 1-25 26-50 51-75 76-100 
suit Spade Club Diamond Heart 
color Black Black Red Red 
tarot Sword Wand Coin Cup 
time 00:00-05:59 06:00-11:59 12:00-17:59 18:00-23:59 
day Night Morning Afternoon Evening 
season Spring Summer Autumn Winter 
story Drama Item Character Environment 
result No, and No, but Yes, but Yes, and 
outcome Major Failure Minor Failure Minor Success Major Success 
scale Lesser Greater Lesser Greater 
difficulty Easy Tricky Hard Wicked 
distance Close Near Far Distant 
cover Partial Half Broad Full 
chance Likely Believable Doubtful Inconceivable 
hazard Safe Risky Dangerous Perilous 
sense Visible Noise Scent Feel 
1 2 3 4 5 6 
No, therefore No, and No, but Yes, but Yes, and Yes, therefore 


11.1. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Harass 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose 77 Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 
11.2. noun 
1 Fame 21 Trust 41 Order 6l Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 27 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Illness 72 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 


dice influenced cartography enhancer 

# drama item character environment 
1 Corpse Junk Innocent Empty 

2 Noise Piece Victim Hazard 

3 Smell Tool Commoner Transition 
4 Rumor Clue Mentor Threshold 
5 Premonition Weapon Caretaker Warning 
6 Stakes Sign Ally Challenge 
7 Pursuit Threat Explorer Resource 
8 Trouble Omen Messenger Strange 
9 Betrayal Fake Rebel Mess 
10 Loss Evidence Clown Conflict 
11 Theft Drug Romantic Cache 
12 Test Key Betrayer Hoard 
13 Fight Device Artist Secret 
14 Ruckus Record Scholar Workroom 
15 Accident Adored Warrior Lodging 
16 Sabotage Liability Outcast Fluid 
17 Collapse Sacred Fool Recreation 
18 Havoc Artifact Impostor Commons 
19 Falsehood Rare Authority Waste 
20 Catastrophe Treasure Antagonist Legend 


12. dice inspire creation engine 
Blank pages, polyhedral dice, and tokens are re- 
quired for play. Place a blank page for the Map 
and one for Information on the table. Players cre- 
ate characters represented by tokens on the map. 


Roll 1d20 for the High Roller which takes 
the first turn. Each turn represents any arbitrary 
period of time if consensus is unanimous. 


There are four actions: draw, inquire, cre- 
ate, and encounter. Record important details on 
either the Map or Information page. High Roller 
duties pass clockwise after taking an action. 


12.1. draw 


Add or modify a location on the map. 


12.1.1. draft 


Roll polyhedral dice on a blank page and interpret 
using Dice Influenced Cartography Enhancer to 
create points of interest. 


12.1.1.1. structures 


Roll a polyhedral dice set, interpret, and physi- 
cally connect each die to construct a location. 


12.2. inquire 


Ask a question about the area, every other player 
adds a rumor. Record rumors on the Information 
page, numbered to roll for inspiration. 


12.3. create 


Make new ally by spending notches for dice. 
Non-allied characters do not require notches. 


1 2 3 4 5 6 
d4 d6 d8 d10 d12 d20 


12.4. encounter 


Move a character to location by moving a token 
as an action. Once there, a character may act to 
accomplish goals. Decide difficulty unanimously. 
Characters at the same location may collaborate 
in conflicts. 


Player may instead roll 1d4 on the map and 
use the resulting prompt from any column to de- 
scribe what happens at the location the die fell. 
Upon rolling the maximum value of a die it in- 
creases in size to the next highest die. 


13. npc procedural conception 


Roll for each non-player character column. 


d6 | d12 | need | problem call 
1-2 | 1-4 | novelty 
3-4 | 5-8 | peace 

5-6 | 9-12 | capital | circumstance | collaborative 


nuisance neutral 


personal prohibitive 


13.1. need 


Character’s innermost desire. 


13.1.1. novelty 


Something unattained, new or exciting. 


13.1.2. peace 


Relief, quiet, or maintaining the status quo. 


13.1.3. capital 


Social, political or economic power. 


13.2. problem 


Prevents character from having their desire. 


13.2.1. nuisance 


Creature or person hindering them. 


13.2.2. personal 


Lack of will, means, or physicality. 


13.2.3. circumstance 


Responsibilities, bad timing, or lack of agency. 


13.3. call 


How a character’s quest relates to the players. 


13.3.1. neutral 


Goals are neither for or against players. 


13.3.2. prohibitive 


Works against the goals and actions of players. 


13.3.3. collaborative 


Goals correspond with what players want to do. 


14. myth 


Each player declares one thing which must or 
cannot be included in the timeline. Consensus 
must be unanimous to be included on either list. 
Repeat as many times as necessary. 


On a blank sheet of paper draw a horizontal 
line from one end to another. This line represents 
the progression of time from left to right. Each 
player declares a myth to be included on the time- 
line relating to the previous list. If consensus is 
unanimous, the player writes the event some- 
where on the line. 


15. chart 


On a blank page, write numbers 1-20. Reserve 
dice maximum numbers? for important plot 
points, objects, characters or locations. Fill 
empty boxes with rumors. 

Start at d4 and increase die size when 
rolling maximum. Lower-numbered boxes are for 
common things. 


probability 

#| d4 d6 d8 |d10| d12 |d20) sum 
1 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
2 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
3 |25%|16.67%| 12.50% | 10%|8.33%| 5% |77.50% 
4 |25%|16.67%|12.50% | 10%|8.33%| 5% |77.50% 
5 16.67% | 12.50% |10%|8.33%| 5% |52.50% 
6 16.67% | 12.50% |10%|8.33%| 5% |52.50% 
T 12.50%|10%|8.33% | 5% |35.83% 
8 12.50%|10%|8.33% | 5% |35.83% 
9 10%|8.33%| 5% |23.33% 
10 10%|8.33%| 5% |23.33% 
11 8.33% | 5% |13.33% 
12 8.33% | 5% |13.33% 
13 5%| 5% 
14 5%| 5% 
15 5%| 5% 
16 5%| 5% 
17 5%| 5% 
18 5%| 5% 
19 5%| 5% 
20 5%| 5% 
16. notice 

I voluntarily dedicate this work into the Public Domain to encourage 


new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 


e Create copies to be shared without limit and for any pur- 
pose. 


e Create derivative works without restriction, for any purpose, 
and without credit. 


e Use this notice in your own work. 


5 4,6,8,10,12,20 


midwest mysteries 
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1. introduction 


Public Domain Role-Playing Game module for horror oriented romps risking otherworldly retribution. 


2. character 
Everyone rolls 1d20, highest roller creates conflicts. Characters gain notches equal to this roll. 


Players may take as many items! and traits as will fit onto their character sheet but are limited to a 
single polyhedral set? to assign dice. 


3. rest 


Reduce damage by one after eight hours of rest. Spend notches to add a die to any trait. 


notches 1 2 3 4 5 6 
die d4 d6 d8 d10 d12 d20 
4. trait 


Spend one notch to re-roll one die when using a trait. Player must explain their action. 


4.1. dread 


Increase the notch cost of each re-roll or additional die by one after each roll? in a conflict. This may be 
separate or shared among the players. 


4.2. peril 


Receive one damage to re-roll one die. Player must explain how a character takes damage. 


4.3. body 


Body is a required character trait for every player character. Characters may carry or wear items equal to 
maximum roll of Body. Character dies with no die in Body. 


4.4. mind 


Mind is an optional trait for mental fortitude, prowess, and sanity. Player must roll a Mind die when en- 
countering the otherworldly. Character succumbs to madness with no die in Mind. 


5. item 
The default difficulty threshold of a conflict equals the items* a character carries. 
Upon conflict failure, remove a die equal or greater to damage instead of receiving damage. Player 


must explain how an item is damaged. 


! Items increase conflict difficulty threshold 
? 1d20, 1d12, 2410, 1d8, 16, 144 
3 Optionally: Each increase is permanent or reset upon a player character death. 


4 Unless character damage is higher 


6. town 


Roll dice on two or more columns for town name. 


# prefix suffix modifier 
1 Bloom bury Hills 
2 Middle side River 
3 Bell wood City 

4 Spring ville Port 

5 Green field Lake 
6 Apple view Center 
7 Long town Harbor 
8 Fair gate Rapids 
9 New ford Farms 
10 Rich land Run 
11 Bark dale Park 
12 Iron ridge Crossing 
13 Oak burg Junction 
14 Rock water Falls 
15 Beaver way Heights 
16 Deer born Range 
17 Idle bush Haven 
18 White mouth Pointe 
19 Sand grove Woods 
20 Twin wild Beach 


6.1. populate 


Roll dice to generate local information. 


# locale local 

1 Memorial Farmer 
2 Natural Feature Hunter 

3 Business Shopkeeper 
4 Water Gossip 

D Commons Bartender 
6 Landmark Server 

7 House Postman 

8 Hangout Delinquent 
9 Organization Sweetheart 
10 Medical Doctor 
11 Education Teacher 
12 Workshop Artisan 
13 Tourism Historian 
14 Military Authority 
15 Science Researcher 
16 Government Bureaucrat 
17 Industry Foreman 
18 Religion Cultist 
19 Resource Warden 
20 Secret Protector 


7. seasons 


Considerations for time of year. 


7.1. spring 


Rain, mist, and fog are common. Insect noise is present but minimal. 


7.2. summer 


Heat and humidity will persist all day. Nights will be warm. Insect and animal noises mask other noises. 


7.3. autumn 


Leaves crackle when walked upon. Sound travels farther in cooler air. Plants dying back make it easier to 
see around you in all direction. 


7.4. winter 


Moonlight reflecting off of snow makes it possible to see without a light source. Snow reveals foot traffic. 
Mostly silent from lack of bugs and people staying indoors. Roads are treacherous. Dangerous to stay out- 
side for extended periods without some way of staying warm. 


8. mysteries 


Roll once for each column to generate a local legend. 


# adjective noun location sign 

1 Shrieking Woman Bridge Corpse 

2 Howling Man Cemetery Missing Person 
3 Hollow Girl Crossroads Noises 

4 Feral Boy Park Trinket 

5 Dire Beast Cabin Footprints 
6 Vengeful Ghost Lighthouse Light 

7 Bloody Claw Tree Debris 

8 Starved Stalker Ruin Effigy 

9 Headless Monster Hill Bait 

10 Fog Killer Lake Bloodstains 
11 Restless Undead Farm Carcass 
12 Shadow Sorcerer Hotel Botched Ritual 
13 Water Devil Swamp Body Parts 
14 Fire Eyes Forest Smell 

15 Slithering Reptile Well Trail 

16 Night Fang River Temperature 
17 Winged Alien Alley Call 

18 Ticking Insect Underground Hoard 

19 Hideous Vampire House Sightings 
20 Pale Shapeshifter Sewer Feeling 


8.1. location 


# adjective noun # adjective noun 
1 Abandoned Camp 11 Rusty Mine 
2 Vandalized Hospital 12 Infested House 
3 Dark School 13 Shadowy Store 
4 Old Warehouse 14 Forbidden Ship 
5 Cold Woods 15 Crumbling Hotel 
6 Haunted Bunker 16 Overgrown Graveyard 
7 Remote Fairground 17 Scorched Prison 
8 Disgusting Crypt 18 Bloody Sewer 
9 Foggy Mansion 19 Mundane Mall 
10 Damp Church 20 Idyllic Lighthouse 
8.4. flaw 
8.2. anagonist 
1 Swindler 11 Jerk 
1 Officer 11 Landscaper 2 Scummy 12 Dumb 
2 Doctor 12 Lawyer 3 Wrathful 13 Ignorant 
3 Stalker 13 Slasher 4 Boastful 14 Liar 
4 Priest 14 Cultist 5 Sad 15 Hateful 
5 Mayor 15 Psychic 6 Vain 16 Cowardly 
6 Banker 16 Ghost 7 Greedy 17 Jealous 
7 Scientist 17 Mannequin 8 Cowardly 18 Pushy 
8 Businessman 18 Exorcist 9 Pompous 19 Rude 
9 Landlord 19 Doppelganger 10 Arrogant 20 Aggressive 
10 Salesman 20 Animal 
8.5. artifact 
8.3. protaganist 
1 Book 11 Mirror 
1l Clown 11 Mortician 2 Recording 12 Container 
2 Hitchhiker 12 Magician 3 Weapon 13 Costume 
3 Hick 13 Sleuth 4 Light 14 Musical 
4 Stoner 14 Drunk 5 Souvenir 15 Hat 
5 Pagan 15 Trucker 6 Bone 16 Medical 
6 Widower 16 Teenager a Toy 17 Art 
7 Ventriloquist 17 Photographer 8 Stone 18 Furniture 
8 Taxidermist 18 Janitor 9 Mask 19 Trap 
9 Delinquent 19 Paraplegic 10 Jewelry 20 Key 
10 Gravedigger 20 Dog 


8.6. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Harass 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose 77 Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 
8.7. noun 
1 Fame 21 Trust 41 Order 61 Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 27 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Illness 72 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 


8.9.2. opportunity 


8.8. scare 
1 Cat 11 Crack 
2 Scream 12 Footsteps 
3 Gurgle 13 Crash 
4 Light 14 Reflection 
5 Malfunction 15 Drip 
6 Rot 16 Crunch 
7 Body 17 Breath 
8 Blood 18 Silhouette 
9 Creak 19 Shadow 
10 Fire 20 Attack 
8.9. crime 
1 Evasion 11 Embezzlement 
2 Robbery 12 Kidnapping 
3 Extortion 13 Possession 
4 Theft 14 Conspiracy 
5 Intoxication 15 Harassment 
6 Bribery 16 Vandalism 
7 Stalking 17 Burglary 
8 Fraud 18 Homicide 
9 Arson 19 Assault 
10 Possession 20 Trafficking 
8.9.1. motive 
1 Rage 11 Dysfunction 
2 Power 12 Secret 
3 Passion 13 Control 
4 Stress 14 Defense 
5 Grudge 15 Witness 
6 Rival 16 Desperation 
I: Abuse 17 Revenge 
8 Greed 18 Alibi 
9 Panic 19 Jealousy 
10 Lust 20 Accident 


1 Timing 11 Deception 
2 Relation 12 Authority 
3 Hidden 13 Disability 
4 Routine 14 Accomplice 
5 Betrayal 15 Appearance 
6 Impostor 16 Stalking 
7 Ambush 17 Deception 
8 Remote 18 Inebriation 
9 Danger 19 Restraint 
10 Costume 20 Camouflage 
8.9.3. means 

1 Fire 11 Water 

2 Cold 12 Machine 

3 Sharp 13 Poison 

4 Food 14 Animal 

5 Gas 15 Vehicle 

6 Ice 16 Heights 

7 Drug 17 Allergy 

8 Body 18 Inaction 

9 Blunt 19 Electricity 
10 Rope 20 Environment 

8.9.4. twist 

1 Lie 11 Stranger 

2 Fake 12 Suicide 

3 Time 13 Missing 

4 Prank 14 Location 

5 Decoy 15 Conspirator 
6 Patsy 16 Confession 
7 Alias 17 Sacrifice 

8 Mistake 18 Accident 

9 Amnesia 19 Impersonator 
10 Scam 20 Hallucination 


l. introduction 


midwest membership 


pressun press 


Midwest Mysteries module for character creation. Begin with a polyhedral dice set! for traits and items. 


# | 1-20 | 21-40 | 41-60 | 61-80 | 81-100 
1 |Peyton| Angel | Riley |Hayden| Charlie 
2 | Avery | Quinn | River | Skylar | Justice 
3 | Blake | Parker | Alex | Casey | Emerson 
4 |Rowan| Sawyer | Bailey | Ariel | Dominique 
5 |Shelby| Ashley | Sage | Royal | Dakota 
6 | Taylor} Zion | Finley | Alex |Remington 
7 | Eden | Sandy |Teagan| Bently | Jessie 
8 | Billie | Jackie | Cleo Jan Laverne 
9 |Shawn| Lee | Kerry | Stacy Leslie 
10| Jamie | Jordan | Marion; Devon | Kendall 
11) Terry | Laurel | Dee | Lynn Kelly 
12| Pat Kris |Shelby| Joey | Shannon 
13| Bobby} Willie | Ray | Merle | Francis 
14| Cecil |Carmen| Fay | Odell Larue 
15| Noel | Jean | Gene | Alva Ivory 
16| Carol |Tommie|Garnett} Clare | Kenyatta 
17|Bennie} Alma | Cary Ora Shirley 
18| Kay | Blair | Ardell | Arlynn| Marlyn 
19| Gerry | Patsy | Kaye | Gayle | Adrian 
20) Robin | Frankie} Joan | Tracy Jody 
# 1-10 11-20 1-10 11-20 
1 | Mopey Papa Sleepy Mister 
2 | Mama Chief Miss Pretty 
3 hl Chef Smokey | Toothless 
4 Big Foxy Iron Lucky 
5 Bad Sticky Feisty Sweet 
6 Boss Lady Doc Jazzy 
7 Hot Doc Nacho Shooter 
8 Mad Nutty Saint Slick 
9 Mini Slick Jailhouse Young 
10 Sir Chimpy Sugar Baby 


# | 1-20 | 21-40 | 41-60 | 61-80 81-100 
1 [Smith | Miller | Nelson | Johnson | Shoemaker 
2 | Kraft | White | Thaler | Wheeler | Lazarus 
3 | May | Tower | Young | McGill | Anderson 
4 | Rule | Hodge | Brooks | Richer | Townsend 
5 | Hall | Penny |Cannon| Nielsen | Erickson 
6 |Plumb} Riegel | McGee | Horton | Reynolds 
7 |Ream| Evans | Sanger | Roebuck | Comstock 
8 | Spear | Throop} Guild | Sheldon | Williams 
9 |Baker| Edlin | Knapp | Wooten |/Christensen 
10| Allen | Forythe|Fordyce} Ruedger | Sessions 
11| Wood | Pitcher | Stewart} Graham | McNally 
12| Snow |Garbow| Jensen | Nichols | Billings 
13| Finch | Jarman |DeLong}Wiseman| Powell 
14| Burk | Street | Carnes |Holcomb]| Britzman 
15| Bush | Rarick |Stanton} Lewis | Ostrander 
16| Ruch | Sedore | Staines | Kimball | Spencer 
17| Pitt | Barnes | Collins} Soules |Woolverton 
18| Reed | Grover | Tatum | O’Toole | Griffith 
19| Carey | Hansen | Rhoads | Kellogg | Harrington 
20} Wall | Brown | Phillips |Rowland| Matterson 
# 1-10 11-20 1-10 11-20 

1 Dick Helda | Johnson Jerkin 
2 Jax Anita Nutt Sach 

3 | Seymour | Holden | Pecker Myaz 

4 Harry Manny | Bawles Focker 
5 Tara Fonda | Wang Stroker 
6 Buster Moe Cox Seamen 
7 Pat Curley | Weiner Dixon 

8 Phil Craven | Cheeks Pickle 
9 | Amanda | Ruben | Beaver Holes 
10 | Freida | Sharon | Peter | Cummings 


! 1d20, 1d12, 2d10, 1d8, 1d6, 1d4 


#| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 #| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 
1 | Maria | Nushi | Jose Wei |Mohammed 1 | Mary | Emily | Abigail | Bella | Danielle 
2|Ahmed| Yan Ali John | Francisco 2| Anna | Sierra | Hailey | Ashley | Rebecca 
3} Li | Abdul} Anna | Ying | Alexander 3| Sara | Jessica} Laura | Victoria) Autumn 
4| Juan | Mary | Jean | Robert) Daniel 4| Julia | Brooke} Destiny | Marcy | Samantha 
5| Luis | Carlos | James | Igor Antonio 5| Nina | Kaitlyn) Briana | Olivia | Madeline 
6 |Joseph| Elena | Hong | David | Natalya 6| Amy | Taylor | Kelly {Michelle} Katherine 
7| Marie | Min /Ghulam|Thomas| Ibrahim 7 | Haley | Rachel | Brandy |Chelsea| Marissa 
8 | Peter | Fatima | Andrey; Lin Michael 8 [Megan] Alicia | Kaylee | Katie |Mackenzie 
9| Paul | Ping | Olga |Richard| Patricia 9 |Emma| Katelyn |Cassandra| Natalie | Savannah 
10| Pedro | Sri Rosa Yu Elizabeth 10| Kayla | Sydney | Angela |Miranda| Morgan 
11| Jorge | Yong | Sergey| Ram | William 11| Kara |Amanda| Caitlin | Kelsey | Cheyenne 
12| Bin |Hassan|} Anita |Manuel| Victor 12|Alexis|Hannah| Shannon | Bailey | Stephanie 
13| Sandra| Ming Siti | Miguel | Emmanuel 13| Molly | Lauren | Melissa | Shelby |Alexandria 
14/Samuel} Ling |Charles| Sarah Mario 14| Jenna |Lindsay| Maria | Sabrina | Elizabeth 
15| Joao |Tatyana| Mark | Rita Martin 15| Leah |Brittany] Jordan |Meghan| Jennifer 
16} Qing |Ahmad| Hui | Patrick | Svetlana 16| Grace | Nicole | Gabrielle} Jamie | Christina 
17|Martha| Sunita | Andrea} Xin Christine 17| Missy | Alyssa | Heather | Claire | Kimberly 
18} Irina | Laura | Linda | Marina} Carmen 18| Erica | Tiffany | Kristen | Crystal | Madison 
19| Lei |Barbara] Angela | George | Vladimir 19| Erin | Mariah] Paige | Allison | Courtney 
20} Peng | Ivan | Jesus |Roberto| Ekaterina 20|Amber]| Andrea | Melody |Jasmine| Brittney 
#| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 #| 1-20 | 21-40 | 41-60 | 61-80 | 81-100 

1 |Brown| Garcia | Davis | Scott | Rodriguez 1 | Jack | Steven | Robert | Hunter | Nathaniel 
2 | Jones | Lopez | Wilson | Green |Hernandez 2 | John | Samuel | Bradley |Kenneth| Michael 
3 |Moore|} Taylor |Thomas} Martin | Jackson 3 | Alex | Jesse | Taylor | Gabriel} Cameron 
4| Lee | Perez | Harris |Sanchez| Thompson 4 |Cody | Joshua |Timothy | Derek | Connor 
5 | Clark |Ramirez| Lewis | Walker | Robinson 5 | Paul | Travis | Devon | Jordan | Matthew 
6 | Young} Allen | King | Wright | Martinez 6|Mark| Brian | Blake | Collin | Nicholas 
7 | Torres|Nguyen| Hill | Flores | Gonzalez 7 | Luke | Andrew | Trevor |William| Jeremy 
8 |Adams| Nelson | Baker | Rivera | Campbell 8 | Alec |Brandon/Christian} Lucas | Nathan 
9 | Evans | Gomez | Carter | Roberts | Phillips 9|Noah| Shane |Brendan} Shawn | Zachary 
10| Ali | Turner | Wang | Zhang | Mitchell 10/Adam| Jason | Chase | Aaron | Richard 
11| Li | Ahmed |Ibrahim| Hassan | Mohamat 11| Evan | Garrett | Bryan | Austin | Benjamin 
12| Chen | Liu | Martin) Muller | Khan 12/Ethan| Joseph | Charles |Spencer} Dominic 
13| Silva | Alves | Peters | James | Fernandez 13}Ryan| Logan | Corey |Thomas| Jeffrey 
14| Santos | Pereira |Ferreira) Fox Francis 14| Kyle | Jacob | David |Antonio/Christopher 
15| Amos | Katz |Murphy) Walsh | Hendrix 15| Eric | Dustin | Stephen | Grant Justin 
16| Hart |O’Brien) Achebe | Murray | Jackson 16| Chad} Devin | Mitchell] Scott | Alexander 
17| Pinto | Sheeran| Davis |Sweeny | Mulligan 17\James| Caleb | Brett | Kevin | Jonathon 
18) Ito |Delgado/Santana) Lynch |McGowan 18| Ian | Tyler | Daniel |Marcus} Colin 
19|Moore} Sultan | Vega | Luna | Kennedy 19| Sean | Patrick | Gregory | Dylan | Dakota 
20| So | Salem | Chi | Kamal |Fitzpatrick 20) Seth |Anthony|} Jared | Jalen | Jonathan 


trait 


# 1-20 21-40 41-60 61-80 81-100 

1 Drunk Alert Gentle Underdog Compassionate 
2 Cocky Moral Gambler Reliable Argumentative 
3 Loyal Proud Helpful Peaceful Uncomfortable 
4 Brave Petty Patient Follower Superstitious 
5 Tired Honest Jealous Creative Inconsiderate 
6 Stoic Temper Selfish Frenzied Professional 
7 Tardy Polite Awkward Graceful Enthusiastic 
8 Thief Hungry Twitchy Reserved Instinctive 
9 Clean Tough Fearful Habitual Nonsensical 
10 Quiet Caring Violent Reckless Disciplined 
11 Meek Modest Curious Confident Quarrelsome 
12 Lame Clumsy Scornful Tolerant Honorable 
13 Liar Slouch Stubborn Suffering Emotional 
14 Slob Flashy Cautious Eccentric Negligent 
15 Edgy Leader Braggart Spiritual Ferocious 
16 Lazy Greedy Arrogant Sensitive Merciless 
17 Wise Stable Ignorant Irritable Obnoxious 
18 Dumb Frugal Paranoid Flexible Cooperative 
19 Vain Messy Simple Friendly Destructive 
20 Kind Guilty Trusting Generous Judgmental 
# look fun fun job job 

1 Braces Kites Dance Glass Mechanic 
2 Glasses Brew Music Repair Reception 
3 Tall Game Knit Cashier Cleaning 
4 Acne Magic Bees Painter Builder 

5 Muscle Study Invent Photos Performer 
6 Mole Sew Write Teacher Paramedic 
7 Breath Craft Cards Trucker Lumberjack 
8 Limp Sport Puzzle Dentist Electrician 
9 Tattoo Hike Smith Digger Plumber 
10 Short Fish Weave Courier Professor 
11 Young Draw Rocks Barber Pharmacist 
12 Lanky Weld Archer Welder Bartender 
13 Itch Clay Carve Server Taxidermy 
14 Eyes Sail Language Doctor Librarian 
15 Old Climb Cocktail Tailor Custodian 
16 Sweat Read Stars Baker Carpenter 
17 Twitch Camp Foraging Cook Mortician 
18 Scar Hunt Falconry Clown Caretaker 
19 Smell Run Bike Writer Veterinarian 
20 Hair Plant Boxing Nurse Gunsmith 


2. profession path 


Each character begins at twenty-years-old. Roll on the following chart for a profession representing five 
years. Receive one permanent physical damage for each five-year period over the age of twenty. Choose to 
stay in a profession or roll for a new one till satisfied. 


1 Bum 21 Thief 41 Sailor 61 Interpreter 81 Magician 
2 Chef 22 Farmer 42 Printer 62 | Photographer 82 Electrician 
3 Clown | 23 Miner 43 Lawyer 63 Lifeguard 83 Politician 
4 Emcee | 24 Nanny 44 Midwife 64 Physicist 84 Firefighter 
5 Mime 25 Clerk 45 Acrobat 65 Comedian 85 Journalist 
6 Cop 26 Hunter 46 Gardener 66 Landscaper 86 Mathematician 
7 Smith 27 Pilot 47 Chemist 67 Salesman 87 Exterminator 
8 Yogi 28 | Plumber | 48 Prisoner 68 Translator 88 Florist 
9 Rabbi 29 Driver 49 Mason 69 Programmer 89 Paramedic 
10 Baker 30 Writer 50 | Auctioneer | 70 Mechanic 90 Assistant 
11 Priest 31 Tutor 51 Soldier 71 Architect 91 Librarian 
12 Tailor 32 Barber 52 Referee 72 Carpenter 92 Actor 
13 Imam 33 Boxer 53 Planner 73 Engineer 93 Cowboy 
14 Guard 34 Welder 54 Teacher 74 Therapist 94 Gravedigger 
15 Valet 35 Dancer 55 Scientist 75 Accountant 95 Mortician 
16 Maid 36 Miller 56 Janitor 76 Caretaker 96 Painter 
17 Diver 37 Jeweler 57 Artist 77 Musician 97 Taxidermist 
18 | Model | 38 Laborer | 58 Cashier 78 Dishwasher 98 Investigator 
19 Coach | 39 Courier 59 Server 79 Fisherman 99 Lumberjack 
20 Nun 40 | Inventor | 60 Trainer 80 Secretary 100 Student 
Age Damage Age Damage youu 
25 i 75 il 1 Loner 11 Popular 
30 z 30 T2 2 J ook 12 Wabo 
35 3 85 3 3 Artist 13 Thespian 
40 4 90 14 4 Stoner 14 Reli Erle 
45 5 95 G 5 Dene 15 Musician 
50 6 100 16 6 Witch 16 Bookwonn 
55 7 105 7 7 Bully 17 Delinquent 
60 8 110 18 8 Diva 18 Metalhead 
65 9 115 19 9 Edgy 19 Cheerleader 
70 10 120 20 10 Skater 20 Valedictorian 


voice 


# 1-20 21-40 41-60 61-80 81-100 

1 Edgy Quiet Snarky Booming Highfalutin 

2 Dry Rough Snarly Whisper Authoritative 

3 Growl Gruff Sullen Brittle Euphoric 

4 Deep Sweet Snobby Squeaky Monotone 

5 Rich Husky Lordly Nasally Guttural 

6 Sexy Hokey Snooty Haughty Plaintive 

7 Soft Drawl Caring Pedantic Boisterous 

8 Loud Lofty Cheery Pompous Scratchy 

9 High Whiny Casual Playful Trembling 

10 Weak Frank Formal Serious Forceful 

11 Low Regal Varied Stilted Enthusiastic 

12 Smug Stiff Upbeat Cultured Grating 

13 Firm Drunk Fruity Educated Bossy 

14 Cold Feeble Bright Musical Sarcastic 

15 Slow Raspy Strong Soothing Wavering 

16 Frail Shrill Creaky Screech Gravelly 

17 Faint Coarse Poised Wailing friendly 

18 Noble Hoarse Witty Confident Elegant 

19 Flat Mellow Raised Piercing Breaking 

20 Smoky Croaky lilting Ringing Intense 

value 

1 Love 21 Trust 41 Loyalty 61 Arrogance 81 Excellence 
2 Fear 22 Peace 42 Cruelty 62 Grudges 82 Forgiveness 
3 Help 23 Money | 43 Doubt 63 Understanding 83 Stubbornness 
4 Care 24 Jokes 44 Service 64 Decadence 84 Persistence 
5 Ease 25 Bonds 45 Beauty 65 Gentleness 85 Diligence 
6 Deal 26 Gifts 46 Puzzles 66 Commitment 86 Gratitude 
7 Life 27 Drama | 47 Respect 67 Judgment 87 Generosity 
8 Nice 28 Truth 48 Dignity 68 Discipline 88 Feelings 
9 Self 29 Music 49 Wisdom 69 Justice 89 Toughness 
10 Time 30 Words 50 | Freedom | 70 Kindness 90 Spirituality 
11 Lies 31 Party 51 Humility | 71 Patience 91 Communication 
12 | Home | 32 Sleep 52 Modesty 72 Compassion 92 Knowledge 
13 Laws 33 Honor 53 Mystery 73 Religion 93 Community 
14 Arts 34 | Morals | 54 Control 74 Laughter 94 Discovery 
15 Sale 35 Faith 55 Debate 75 Ancestors 95 Exploration 
16 Good 36 Tricks 56 Safety 76 Children 96 Innocence 
17 Food 37 Unity 57 Polite 71 Fairness 97 Possessions 
18 Hate 38 Pride 58 Health 78 Conquest 98 Sportsmanship 
19 Envy 39 Force 59 | Freedom | 79 Bravery 99 Spontaneity 
20 Hope 40 Wrath 60 Revenge 80 Honesty 100 Friendship 


3. skill 


1 Staking 21 Whipping | 41 Digging 61 Tracking 81 Constructing 
2 Flailing 22 Pleading 42 Listening 62 Crafting 82 Axing 
3 Distracting | 23 Bleeding 43 Repairing 63 Chasing 83 Entertaining 
4 | Whispering | 24 Helping 44 Searching 64 Pushing 84 Interrogating 
5 | Demanding | 25 Hanging 45 Cooking 65 Falling 85 Hammering 
6 Conspiring | 26 Flying 46 Riding 66 | Dragging 86 Extinguishing 
7 Lighting 27 | Restraining | 47 Sliding 67 Carrying 87 | Eavesdropping 
8 Pressing 28 Grabbing 48 Cutting 68 Lifting 88 Spelunking 
9 Spinning 29 | Scratching | 49 Waking 69 | Smashing 89 Rolling 
10 Burning 30 Biting 50 Reading 70 | Breaching 90 Observing 
11 Catching 31 Sledding 51 | Swimming | 71 Jumping 91 Dancing 
12 Killing 32 Writing 52 Sneaking 72 Drinking 92 Following 
13 Opening 33 Sewing 53 Eating 73 Climbing 93 Peacekeeping 
14 Stalking 34 Prying 54 Throwing 74 Hiding 94 Researching 
15 Shouting 35 Tying 55 | Bandaging | 75 Soothing 95 Choking 
16 | Provoking | 36 Fishing 56 | Negotiating | 76 Fleeing 96 Recording 
17 Inspiring 37 | Gambling | 57 Driving 77 | Persuading | 97 Headbutting 
18 | Disarming | 38 Trapping 58 Shooting 78 Bashing 98 Pickpocketing 
19 Wrestling 39 Cleaning 59 Kicking 79 Stabbing 99 Lockpicking 
20 Swinging 40 Punching 60 Lying 80 Stealing 100 Partying 
4. pocket 
1 Ticket 21 | Ping Pong Ball | 41 | Toothpick |61| Rubber Ball | 81 Billiard Ball 
2 Candle 22| Bobby Pin |42| MHoreshoe | 62 Doll 82 Can Opener 
3 Perfume 23| Nutcracker |43 | Poison Vial | 63 Syringe 83 Music Box 
4 Seed 24 Leaf 44 Twig 64| Toothpaste 84 | Hand Sanitizer 
5 Flower 25 Coin 45 Pill 65 | Toothbrush 85 Padlock 
6 Floss 26| Face Paint | 46 Picture 66 | Sewing Needle | 86 Duct Tape 
7 Dart 27| Screwdriver | 47 Wrench 67 Spyglass 87 | Railroad Spike 
8 Bottlecap |28 Bottle 48 Rag 68 Napkin 88 Road Flare 
9 Die 29| Playing Card | 49} Harmonica | 69 Sand 89 Wire 
10 Stake 30 Nail File 50 Scalpel 70 Shoelace 90 Spork 
11| Paper Clip | 31 Antiseptic 51| Safety Pin |71| Can Opener | 91 Bottle Opener 
12| Super Glue |32| Chopsticks |52| Fishing Line |72| Fish Hook 92 | Magnifying Glass 
13 | Space Blanket | 33 | Glow Stick | 53 Bandage |73 Flashlight 93 Slingshot 
14 Tealight 34 Cigar 54 Comb 74 Whistle 94 Pocket Watch 
15 Inhaler 35 | Hand Warmer | 55 | Handkerchief | 75 | Pocket Square | 95 Smoking Pipe 
16| Handcuffs | 36 Zip Tie 56 Match 76 Mirror 96 Money Clip 
17 Compass 37| Clothespin | 57 | Pepper Spray | 77 Twine 97 Lockpicks 
18 Pen 38 Pencil 58 Marker 78 Crayon 98 Lipstick 
19 Flask 39 Wallet 59 Notepad 79 Lighter 99 Rubber Band 
20 Shank 40 Razor 60 | Switchblade | 80 Flare Gun 100 Revolver 


5. carry 


1 Stone 21 Sickle 41 Barbell 61 | Barbed Wire 81 Guitar 

2 Jug 22 Bell 42 Stool 62 Coffee Pot 82 Bayonet 

3 Tent 23 Umbrella 43 | Corkscrew | 63 Lunchbox 83 Frying Pan 

4 Towel 24 | BearTrap | 44 Pitchfork 64 Tire 84 | Grappling Hook 
5 Blanket | 25 Bed Pan 45 | Hand Drill | 65 Candlestick 85 Sleeping Bag 
6 Rope 26 Suitcase 46 | Sword Cane | 66 Duffel Bag 86 | Dynamite Stick 
7 Chain 27 | Holy Symbol | 47 Stapler 67 Brick 87 Gasoline Can 
8 Plank 28 Unicycle 48 | Skateboard | 68 Cattle Prod 88 | Stuffed Animal 
9 Bong 29 Plunger 49 Nail Gun 69 Cleaver 89 Binoculars 

10 | Flashlight | 30 Canteen 50 Book 70 BB Gun 90 Bottle Bomb 
11 Torch 31 | Riding Crop | 51 Bullwhip 71 Tire Iron 91 Golf Club 

12 Balloon |32 | SquirtGun | 52] Rolling Pin |72 | Tambourine 92 Bowling Pin 
13 Shield | 33 Broom 53 | Animal Bone | 73 Bagpipes 93 Nightstick 

14 | Bucket | 34 Pickaxe 54 | Harpoon Gun | 74 | Fishing Pole 94 Net 

15 Sword | 35 Pipe 55 Oil Lamp 75 Fire Poker 95 Sledgehammer 
16 | Chainsaw | 36 Lasso 56 | Meat Hook |76 Pool Stick 96 Baseball Bat 
17 Cane 37 Walker 57 | Wheelchair | 77 Crutches 97 Walking Stick 
18 | Crowbar | 38 Shovel 58 Rake 78 Hoe 98 Scythe 

19 | Machete | 39 Hatchet 59 Axe 79 Saw 99 Spear 
20 Bow 40 | Crossbow | 60 Shotgun 80 | Repeating Rifle | 100 | Bolt-Action Rifle 

6. worn 

1 Sack 21 Slippers 41 Moccasins 61 | Propeller Hat 81 | Wedding Dress 
2 Cowl 22 Jeans 42 Necktie 62 Bow Tie 82 Bolo Tie 

3 Hood |23 Bracelet 43 Overcoat 63 Peacoat 83 | Smoking Jacket 
4 Corset | 24 Necklace 44 Sandals 64 Boots 84 | Clerical Collar 
5 Blazer | 25 Bathrobe 45 Backpack 65 Pajamas 85 Sweater 

6 | Fedora | 26 Hard Hat 46 Choker 66 Eyepatch 86 Santa Hat 

7 Trilby | 27 Visor 47 Chef Hat 67 Spurs 87 | Coonskin Cap 
8 Braces | 28 | LoinCloth | 48 Vestments 68 Crown 88 Wig 

9 Watch | 29 Wristband | 49 Cast 69 Dress 89 Tricorn Hat 
10 | Turban | 30 Hair Tie 50 Headlamp 70 Headband 90 Bandana 

11 | Monocle | 31 | Eyeglasses | 51 Sunglasses 71 | Safety Glasses | 91 Goggles 

12 | Bonnet | 32 | Fishing Vest | 52 Belt 72 Party Hat 92 Suspenders 
13 Beret 33 | Nightgown | 53 Trenchcoat | 73 Apron 93 | Radiation Suit 
14 | Uniform | 34 | Space Suit | 54 Gas Mask 74 Quilt 94 Fanny Pack 
15 | Scrubs | 35 Lab Coat 55 Bandages 75 Purse 95 Baseball Mitt 
16 Robe 36 Tuxedo 56 | Boxing Tape | 76 | Boxing Gloves | 96 | Brass Knuckles 
17 | Overalls | 37 Coveralls 57 Jumpsuit 77 Cloak 97 Rain Poncho 
18 | Helmet | 38 | Hockey Mask | 58 | Leather Mask | 78 Sombrero 98 Baseball Cap 
19 Scarf | 39 | Bowler Hat | 59 Top Hat 79 Toque 99 Flatcap 
20 | Duster | 40 | Cowboy Hat | 60 | Leather Jacket | 80 | Chainmail Shirt | 100 | Plate Carrier 


7. archetypes 


Character options and gear lists which players can pick from. 


1 2 3 4 5 6 
Ufologist Occultist Cryptozoologist Pseudoscientist Cyborg Charlatan 
ufologist pseudoscientist 
1 Binoculars 1 Laser Pointer 
2 Telescope : Acia Vial 
3 Video Camera i ab Coat 
4 Flashlight : Sun oun 
5 Audio Recorder oggles 
6 Gas Mask 
6 Canteen 
7 Black Trench Coat : Smoke Bomb 
8 Sketchbook With Pencil 5 = e et a 
9 Night Vision Goggles 0 7 on ae 
10 Quadcopter And Controller igh-Proof Alcoho 
occultist - cybore —— 
1 Electromagnetic Field Detector earing Al 
i 2 Robotic Arm 
2 Film Camera ; a 
3 Motion Detector 7 a eg 
4 Black Robe cess - 
5 Journal With Pen 5 eelchair 
6 Hand Mirror 6 Dental Braces 
7 Spirit Board And Cursor 7 Bras Knuckles 
8 Dowsing Rods 8 Silicon Implant 
9 Ritual Dagger ? o 
oice Box 
10 Salt 
cryptozoologist charlatan- 
1 Night Vision Game Camera ing 
j i 2 Violin 
2 Hunting Knife as 
3 2-Way Radio 3 Snake Oi 
4 Longbow 4 Fraudulent ID Card 
5 Dark Camouflage Outfit 5 “ a a Deck 
6 Holy Water Gun ° = e 1p. oma 
7 Wooden Stake And Mallet 3 = oa 
8 Silver Bullet Revolver an eque 
9 Leg Trap 9 Pocket Pistol 
10 Handheld Spotlight 10 Rabbit’s Foot 


8. customer 


Clientele for late-night establishments. 


1 Hick 11 Drunk 
2 Businessman 12 Farmer 
3 Tourist 13 Robber 
4 Trucker 14 Retiree 
5 Journalist 15 Student 
6 Parent 16 Doctor 
7 Shoplifter 17 Nurse 
8 Vagrant 18 Investigator 
9 Soldier 19 Bartender 
10 Junkie 20 Clerk 
8.1. quirk 
Character oddity. 
1 Non-Stop Cough 11 Bloody Shirt 
2 Crawling Insects 12 Corpse Breath 
3 Missing Teeth 13 Long Fingernails 
4 Silent 14 Foreign Language 
5 Stands Close 15 Scowling 
6 Talks Slowly 16 Staring 
7 Black Eyes 17 Twitching 
8 Heavy Breathing 18 Grind Teeth 
9 Red-Stained Hands 19 Fists Clenched 
10 Brown Teeth 20 Blinks Often 
10. light 
9. snack 
1 | Light Up Shoes |11 Tea Light 
1 Gum 11 | Instant Noodles 2 Candle 12| Scented Candle 
2 Hard Tack 12 Oats 3 Flashlight |13 Flare 
3 Peanut Butter | 13 Dried Fruit 4 Lighter 14 Headlamp 
4 Jerky 14 Canned Fruit 5 Torch 15 Bottle Bomb 
5 Peppermint 15 | Canned Vegetable 6 |Kerosene Lantern| 16 Electric Lantern 
6 | Drink Powder | 16 Crackers 7| Matchbook |17|Glow In The Dark Paint 
7 | Powdered Milk | 17 Trail Mix 8 Oil Lamp 18 Stun Gun 
8 Granola 18 Sardine Can 9| Glow Stick |19| Bottled Fireflies 
9 Honey 19 Meat Can 10 Sparkler 20 Flamethrower 
10 Cereal 20 Soup Can 


11. fed 


Rank and codename for a secret agents of a federal entrapment department for paranormal entities. 


11.1. rank 


Hierarchy of agents. 


1 Piglet 2 Swine 3 Hog 4 Boar 


11.2. codename 


1 Ace 21 Shank 41 Rouge 61 Paladin 81 Stallion 
2 Blue 22 Wizard 42 Towel 62 Revolver 82 Hitman 

3 Red 23 Knight 43 Claymore 63 Shark 83 Mars 

4 Poe 24 Buster 44 Pepper 64 Katana 84 Willow 

5 Ogre 25 Bravo 45 Spider 65 Maverick 85 Cowboy 
6 Snow 26 Goose 46 Dragon 66 Firebrand 86 Metal 

7 Sky 27 Joker 47 Roach 67 Chestnut 87 Mutt 

8 Ice 28 Blaze 48 Smoke 68 Sonar 88 Reaper 
9 Wasp 29 Ghost 49 Hacker 69 Emu 89 Morningstar 
10 Echo 30 Blade 50 Snake 70 Tiger 90 Outlaw 
11 Mace 31 Shroud 51 Razor 71 Madman 91 Clockwork 
12 Star 32 Peacemaker | 52 Hatchet 72 Laser 92 Doctor 
13 Thug 33 Shock 53 Machete 73 Blaster 93 Claw 
14 Pan 34 Voodoo 54 Panther 74 Cobra 94 Venus 

15 Hawk 35 Slick 55 Boomer 75 Suede 95 Mullet 
16 Tool 36 Sprocket 56 Clink 76 Goliath 96 Apollo 
17 Bat 37 Eagle 57 Falcon 77 Jellybean 97 Shooter 
18 Ox 38 Coyote 58 Marksman 78 Skipper 98 Weasel 
19 Hood 39 Glass 59 Lumberjack | 79 Sharp 99 Oak 
20 Grim 40 Shard 60 Judge 80 Pope 100 Survivor 


12. suitsaying 


Player must guess the suit of a drawn playing card to use a psychic ability. Determine level of success by 
how close the guess is. Use successful card value as a roll for conflicts. 


1 dowsing Locate familiar object 4 channeling Spirit communication 
2 telepathy Receive thoughts S|remote viewing] View familiar place 
3}/postcognition| Gleam object history by touch | 6 telekinesis Manipulate objects 

# guess no, and no, but yes, but yes,and 

1 Spade Heart Diamond Club Spade 

2 Club Diamond Heart Spade Club 

3 Diamond Club Spade Heart Diamond 

4 Heart Spade Club Diamond Heart 


Ace=1, King=13 


13. questions 


Survey for character traits and goals. 

13.1. Why did you let your spouse die? 

13.2. What skill you use to commit crime? 
13.3. Why were you arrested? 

13.4. Why do you hate your parents? 

13.5. What creepy thing do you do? 

13.6. How do you always win in bar brawls? 
13.7. Why do you hate your roommates? 
13.8. Why were you in your last fight? 

13.9. Why do you regularly get drunk? 
13.10. What odd habit do you have? 

13.11. Why do you spend your time alone? 
13.12. Why do your friends actually hate you? 
13.13. What is your worst childhood memory? 
13.14. What is the darkest truth you believe? 
13.15. Why do you push everyone away? 
13.16. What happened on your saddest day? 
13.17. Why do you secretly long for death? 
13.18. What do you still feel guilty about? 
13.19. Why do you feel like life is suffering? 
13.20. Why do you believe in ghosts? 

13.21. What is your favorite type of violence? 
13.22. What mistake can you not let go? 
13.23. How did someone hurt you recently? 


13.24. What do you waste your money on? 


13.25. 


13.26. 


13.27. 


13.28. 


13.29. 


13.30. 


13.31. 


13.32. 


13.33. 


13.34. 


13.35. 


13.36. 


13.37. 


13.38. 


13.39. 


13.40. 


13.41. 


13.42. 


13.43. 


13.44. 


13.45. 


13.46. 


13.47. 


13.48. 


13.49. 


13.50. 


Why did the police search your house? 
Why did you recently kill an animal? 
What emotion rules your life? 

Why do people think you are rude? 
What are you trying to forget? 

Who is missing in your life? 

Why do you people avoid you? 

Why do you love money so much? 
Who do you hate the most? 

Why do your relationships fail? 

What shame haunts you? 

What revenge do you think about often? 
Why thought causes you to lose sleep? 
Why do people thing you are eccentric? 
Why does it seem like you are cursed? 
What do you smell like? 

What is your reoccurring nightmare? 
What easily stresses you out? 

What are you paranoid of? 

What is your unhealthy obsession? 
What is your deepest grudge? 

What would you kill for? 

What mistake do you keep making? 
What is worse than dying? 

Why do you feel like an impostor? 


What lie do you tell everyone? 


13.51. 


13.52. 


13.53. 


13.54. 


13.55. 


13.56. 


13.57. 


13.58. 


13.59. 


13.60. 


13.61. 


13.62. 


13.63. 


13.64. 


13.65. 


13.66. 


13.67. 


13.68. 


13.69. 


13.70. 


13.71. 


13.72. 


13.73. 


13.74. 


13.75. 


13.76. 


What is your biggest regret? 

What was a hard lesson to learn? 
What is your biggest failure? 

What type of risk do you always take? 
What opinion of yours alienates people? 
Why do offend people? 

Why can you not forgive yourself? 
Why do people die around you? 

What do you pretend to be? 

What is your struggle? 

What are you ungrateful for? 

Why are you slow to trust people? 
What horrible thing do you find funny? 
What is more valuable than people? 
What do you rebel against? 

How are you unkind? 

How extreme will you act to succeed? 
What do you hide from everyone? 
Why do you seem like a degenerate? 
Why do conflicts happen around you? 
Why are you quick to anger? 

Why are you prepared for violence? 
Why do you show no mercy? 

Why do you wish ill on others? 

Why do you do watch others struggle? 


What bad advice do you believe? 


13.77. Why are you so competitive? 

13.78. Why do people talk behind your back? 
13.79. What would you sacrifice for security? 
13.80. What annoys you about other people? 
13.81. Why do people think you are crazy? 
13.82. What is the biggest lie you tell yourself? 
13.83. What is your guilty pleasure? 

13.84. Why do you look down on other people? 
13.85. Why don’t your children speak to you? 
13.86. What are you ashamed of? 

13.87. What type of person do you hate? 
13.88. What about death is scary? 

13.89. Why have you been hospitalized? 
13.90. Who is trying to ruin your life? 

13.91. What makes you jealous? 

13.92. Why do you have so many enemies? 
13.93. Why do work so much? 

13.94. What do you complain about? 

13.95. What are you better at than others? 
13.96. Why are you in many confrontations? 
13.97. Why have you wronged people? 

13.98. What is the saddest memory you have? 
13.99. What do you insist is normal? 


13.100. Why are you so tired? 


14. notice 


I voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


¢ Use this work without restriction and for any purpose. 
e Create copies to be shared without limit and for any purpose. 


e Create derivative works without restriction, for any purpose, and with- 
out credit. 


e Use this notice in your own work. 


cheatsheet 


pressun press 


1. introduction 


Quick reference for High Roller to facilitate play for Public Domain Role-Playing Game. 


# chance difficulty distance d4 
1 100% 

2 95% 

3 90% Easy Close 1 
4 85% 

5 80% 

6 715% 

7 10% 

8 65% Tricky Near 2 
9 60% 

10 55% 

11 50% 

12 45% 

13 40% Hard Far 3 
14 35% 

15 30% 

16 25% 

17 20% 

18 15% Wicked Distant 4 
19 10% 

20 5% 

2. structure 3. notice 


Characters with a goal leave to pursue it. Upon finding 
their goal there is a conflict. Once resolved the context 
changes leading to a new goal. Repeat till satisfied. 


characters 

/ \ 
change goal 
/ \ 

resolve 

\ / 
conflict 

\ / 

find 


I voluntarily dedicate this work into the Public Domain 
to encourage new creations. 
Artists may: 


Use this work without restriction and for any 
purpose. 

Create copies to be shared without limit and for 
any purpose. 

Create derivative works without restriction, for 
any purpose, and without credit. 


Use this notice in your own work. 


